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Wayne Gretzky Hockey' is played just like a reaf professional hockey game iiif you need to 
learn about the rules of the game see the manual section entitled 'A Brief Description of 
Hockey ! The realism and attention to detail in this program make it easy for the novice and 
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being ' on the ice. The unique style of individual player control allows you to skate and pass in 
any direction knock opponents down or grab and pin them to the boards You can even 
sw Itch control to another player on 
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turn the power on You will see a Title Screen followed by the 

Menu Screen This menu, which is shown, allows you to set 
up basic parameters of the game including; Player Option, Period 

[ ength. Game SbeedL and Game Type 
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M A IN MENIJ SCREEN 

Press the A Sutton to move the arrows next to the desired option in the Player Option section 
of the menu, In the One Player" mode, you play against the computer In the Two Players 
mode, two players can play aga inst each other, In the r Two Players Team r mode, you and 
another player can be teammates on the same team playing against the computer. In the Com¬ 
puter Only" mode, you get to sit back and watch as the computer puts on a brilliant hockey 

exhibition for you. 


PH 


h 



After you have chosen the Player option, press the SELECT Button to move to the Period Length 
section A normal hockey game is played in three 20 minute periods However, you have the 
option of sefettkli 5, 10, 15, or 20 minute periods. Use the A Button to select the desired option 


Press the SELECT Button again to move to the Game Speed section. The Medium" setting is 
25% slower that "Fast “ Slow is constderaWy slower than "Medium” and is the best choice for 

ginning players But remember, hockey is a fast sport! Once you have decided, make your 

selection using the A Button. 


Utton again to advance to the Game Type' section. In the Practice' mode 

players are 

ular three period game If the game 
five minute sudden death overtime period If there 


Press the SELECT 

each team has only one forward two defensemen^ and a goalie on the *c^ and no 

sent off for penalties. In the “Normal" mode, you play 

is tied at the end of regulation time, there is a 
is no winner at the end of omtJme the game ends in a tie. The Playoff' mode also allows you 

to play for three periods, but has an unlimited sudden death overtime period that continues 
until one team scores. There are no ties allowed! Ybu select the desired "Game type" option the 






same way as in the previous sections. 


the Player J Set Up Mena ff you wish to return to the previous menu, press the B Button 
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goals, ail the information on the scoreboard also 














Face orr Area 






■ 




Goal 








■ 


switches, so the Visiting Team if 

THE ARENA SCOREBOARD 
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just like the laige instant replay viewing screens rn 
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many professional hockey arenas. If a 

followed by the call and 

e man- 

d, bie word goal is 
























■ 






■ 


■ 




I 0 5 




GRETZKY 


25 














m the screen, 










1 56 


c 




■ 






















. 






. 








the offending player (for a 
ual section entitled H A B 

brilliantly 


Puck Handler 

Game Clocks 








* 


Visistlng Team 










rief Description of Hockey*). When a goal is score 


Home 
Penalty 

Clocks 




















n 








Clocks 














10 




















































































































By far the most important suggest jo 

during the first ten minutes. Use the r 'Pfcftjp|B Wjf setII || IJH , 1 I II 

teams to three players (plus the goaliej per team. This option allows you to practice skating. 

passing and shooting with minimal pressure from your opponent. In time, you will find 
player control much easier than it was at first Be patient no sports star has ever achieved 

greatness without practice! 

If you w«£h the compucef-controlled players' behavior, you 

position These players behave much like their real courterp&ts _ 

fou can make the player you control skate anywhere on the ice. But remember, you teammates 
are counting on you to play your position as you are an important member of the team. If you 
play too far out of position your teammates will not be as effective, and your team wiJ! not 

play welt 


menu to reduce the 
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can follow how each one plays his 

in professional hockey 








HINTS FOR CONTROLLING FORWARDS 

When controlling a forward (right wing, left wing, or center ) 
divide the rink lengthwise in three lanes in general, the left wing 
will stay in the left fane, the center in the center lane, and the right 
wing in the right lane. Players may overlap into adjacent lanes, but 
not too far and not too often On offense, forwards should stay 
in their lanes (with the exteption of special plays) and use precise 
passing to work the puck toward the other team* goal. 

On defense each forward should cover their man to prevent him from receiving passes, and 

should attempt to steal the puck if their man has it Centers cover the opposing center. Wings 

the opposing wings unless the puck is in their defensive zone (the zone their goalie is inj, 

~ jpposing defensemen. 
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cover 

When in the defensive zone, wjngs cover the op 
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HINTS FOR CONTROLLING DEFENSEMEN . 

When controlling a defenseman divide the rink lengthwise into two halves left and right 
(quess which side the left defenseman plays!). The defensemen usually stay well behind the 
tick to guarantee they remain between the puck and therr goal. This is particularly Important 

when an opposing player unexpectedly steals or intercepts the puck and makes a sudden 

breakaway toward your goat 

On offense defensemen stop sudden breakaways or loose pucks heading for their goalie. 
When in the attack zone (the zone the opposing goalie is in}, defensemen try to keep the puck 

in that attack zone in order for their tea m to stay on the attack. 




On defense, the defensemen stay between the puCK ana rneir goat at an ames su 

layers will not have a dear shot on goal When an opponent approaches their goal for a shot 

it is important that defensemen use any method they can ro get the puck away from their goaf. 
If an opposing player is being covered by another player, a defenseman must cover any other 

opposing players close to the goal who are open to receive a pass. 
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HINTS ON OFFENSIVE FLAT 

The best hint is precise passing, Although in many cases you can 
fake out and skate around defenders, you will probably have far 

offense if you pass frequently, A sudden pass to 
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more success on 

the opposite side of the net is the most likely way to score. When 

properly executed the goalie will not have enough time to react 

leaving a gap where the shot can t be blocked. 

If you have the puck, look for an open man. What is usually more effective (and more funf) i 
letting a winger bring the puck in towards the net while you control the center. Foskion the 
center across the net from the wing and force a demand pass at the last moment. If you can 

your wits about you (no easy tasklj, blast the puck into the net as soon as you get itf 
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keep 

This Is called "one timing" the puck 
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the middle of the fink (referred to as 


You win find that bringing the puck into the attack zone rn 
the "high slot j will usually result in your player getting "creamed by both defensemen simul 


taneousiy Yd u wiJf rarefy get a good shot off this way ft is more effective for a winger to bring 


■ 


the puck in 

your wffig, he leaves a gap in the high slot, This provides an opportunity for your center to 

receive a pass and shoot on goal. 
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In pro hockey 9 ot it of 10 shots are blocked by the goalie So dont get frustrated that ail of 
ygjur great shots aren't going in A team normally wins because it has a higher number of 

quality shots on godi A quality shot is a 
Taking many shots and being lucky helps, but concentrating 
the greatest chance of scoring. Equally important is looking for a deflected puck every time your 

team rfioots on goal, if you are lucky, it coutfl end up right In fr 

while blocking the first shot making it 

so it is important to keep your eyes open for any opportunity to shoot on goal, 

HINTS ON DEFENSIVE PLAY 

You cannot prevent the opposing team from shooting at your goat, but you can prevent them 
from making quality shots. The situation you most want to prevent is a Breakaway" A Breaka¬ 
way occurs when there is no one t tween the puck handier and your goalie. Breakaways and 
other good scoring opportunities for the opposing team usually happer r when someone on 

your team is 
puck handler. 

tion you are playing Only go out of position if you 

with the puck It is better to let your opponent keep possesion of the puck than it is to give 
him the opportunity for a quality shot. Good defense means trying to get the puck while not 

getting out of position and always guarding your goal 




Mot aimed to the side of the goalie from close range. 

on shooting precise shots results in 


nt of you. The goalie often fails 

rt easier to score off the deflection Hockey is a fast game. 
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The best way to prevent this is to use good judgment and to remember the posi- 

are reasonably certain you will end up 
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is played by two opposing teams on an ice surface inside a rink. Each team is allowed 

use hockey sticks to propel a puck 


Hockey is 

players on the ice at one time During the game players 

The oHect of the game is to shoot the puck into the opposing team’s goal A typ- 


six 


across the ice. 
ical rink is shown in the center section of this manual 


THE HOCKEY RINK 

The length of the ice hockey rink is divided by five fines 

markings and divides the rink into two equal halves 
dot surrounded by a red circle. The initial "face off" at the beginning of the game takes place 

between two opposing players on this center spot The remaining players on the ice must 
rema in outside of the red circle. 


* The center line is red with distinct 
. In the middle of the center line is a blue 


The blue lines divide the nnk 


There are two blue lines to the right and left of the center line 

into th ree zones 

tral zone are 


The middle zone js the neutral zone. The zones to the right and left of the neu- 
the attacking and defensive zones. Which zone is which depends on which team 

being referenced. In the diagram in the center of the manual, the Home learn s goal (the goal 

they are defending) is on the left Your team's defensive zone is the zone which contains the 
goal you are defending and your attack zone is the zone which contains the goal you 

king. Therefore in the diagram the Home Teams defensive zone is the far left zone and 

is the far right zone. The opposite is true for the Visiting Team. 


is 


are 


atta 


their attacking zone 


The goaf lines are red and are located at each end of the rink. The front of the goal rests on the 

goal line. 

Directly in 
room to d 


front of each goal is a rectangular area called the crease. The crease gives the goalie 
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90 ■ rj AY UMFTED WARRANTY 
l HO, fnt {toy Headquarter,! warrants to Thr Ofjgm.il opmunin 
pufChWf ttvrt this GanW Pak | W| (not Inrlyding Game Pdk 

Arcessofws or Robot Accessories] shall be frw from (Jeferts in 
matenaf and wo rkmanship for a period a# 90 days from date of 

purchase If $ defect cow red by this warranty occurs doing this 
90-day warranty pmod T HQ wHi repair or replace the PAK, at 

rts option, frre of charge 

For game or tec Fiscal infomnabon pfeaw call l-Sl8*S9Wi30 
lb receive this warranty service 

3 DO NOT return you r def(nw Game Rah to the retailer 


REPAIRS AFTER EXPIRATION OP WARRANTY 

ff the PAK develops a problem after [he 90 day warranty pericxt 
you may contact the T.HG Consumer Service Department at the 
phone number noted If the THQ service technician is unable to 

solve Hie gfoblem by phone, he may provide you with a Return 

Authorr/aur.T i / 1 irribec YtHJ may then record this number on the 


PAK rtfttjhi prepaid to THQ. enclosing a check or money order 
for V(X00 payable to THQ Inc THQ will, at Its option subject to 

the conditions abovt reparr the PAK or replace it with a new or 

repaired PAK It replacement RAKS are not available, the defective 

PAK whli be returned and the 510-00 payment refundable. 


Z Notify the THQ Consumer Service Department of the 
problem requiring warranty service by calling: I-StB-991-t3KT 

per at ion from 900 


Qur Consumer Service Department ■ sib 1 

AM to 500 PM pacific standard Time. Monday through 


WARRANT LIMITATIONS 

ANY APPLICABLE IMPi IEO WARRANTIES, INCLUDING WAR¬ 
RANTEES OF M ERCHANTABILl T Y AN D FITNESS FOR A PARTlOJ- 
t AR PURPOSE APE HEREBY LIMITED TO NINETY DAYS FROM 

THE DATE OF PURCHASE AND ARE SUBJECT TO THE CON- 

□fTlONS SET FORTH HEREIN IN NO EVENT SHAU. T HO I1L 
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM HE BREACH OF ANY EXPRESS OR IMPLIED 
WARRANTIES 


Friday 


1 if the TO. service techntian a unable to sofve the problem by 

a Return Authorisation 

me outside patkagirvg 


phone, he will provide you wit hi 
number. SnTtflfy record this, number 
of your defective PA K. and return your PAK freight pre 
your risk ot damage, together with your sales slip or hmilar 

proof-of-purchase within the 90-day warranty period to 


SIT# 


T-HQ Inc. 

Consumer Service Department 
5000 N Par kway C alabasas 

Calabasas. CA 91302 

This warranty shall not apply if the PAK has hem damaged by 

negligence; accident, unreasonable use; modification, tamper¬ 
ing, or by other causes unrelated to defective materials or 

workmanship 


The provisions of this warranty are valid tn the United Sr;>res 
only Some states do not allow limitations on how long an 
implied warranty lasts or exclusion of consequential or Incidental 
damage*, so the above limitations and e*tfusion may not apply 

to you This warranty gfves you specific legal rights, and you may 
also have other rights which vary from state to state 
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This equipment generates and uses radio frequency energy and if not installed and used prop¬ 
erly, that is* in str i 

radio ant 

Class 8 computing device in accordance with the specifications in Subpart J of Part IS of ROC 
Rules, which are designed to provide reasonable protection against such interference in a resi 


p 


television reception It has been type tested and found to comply with the limits for a 


I 






B 


■P 


far installation, if this equipment does cause interference to radio or television reception, which 




■ 


the interference by one or more of the following measures: 


Reorient the receiving antenna 

Relocate die NES with respect to the receiver 

Move the NES away from e - » r; ' 

Plug the NES into a 

ff necessary, the user should consult the dealer or an e* i ^rienced rad i of television technician for 
additional suggestions. The user may find the following booklet prepared by the Federal Com¬ 
munications Commission hefpful: 


■ 


How to Identify and ftesofve Radio-TV Interference Problems. 

This booklet is available from the U S Government Printing Office Uteshington DC 20402, 

Stock Nol 004-000-00345-4. 
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